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Still Have Questions? 


Call the Hints Hotline 


If you have a question about Fable or need a game hint, we have 
someone waiting to help you. 


Phone (315) 393-6633 
4:00 to 8:00 p.m. Eastern Time 
Monday through Friday 
12:00 noon to 4:00 p.m. Eastern Time 
Weekends and Holidays 


Need Technical Support? Phone (315) 393-6644, 9:00 a.m. to 5:00 p.m. 
Eastern Time, Monday through Friday. This line is not for game hints. We 
could give you answers, but then again, we'd just be making them up. 
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; Official 
Hint Guide 


Being a Compendium of Useful Hints, Tips, 
and Outright Dead Giveaways Relating to the 
Four Worlds of Ballhane 


By Charles Miles and Luis Salazar 





Introouction 


The world of Fable needs a strapping young hero, and Quickthorpe has 
been appointed to the job. Once, his land was ruled by friendly alien blobs 
of light. Now, it’s dominated by four evil monsters who hold the world in 
theiriron grip. All Quickthorpe has to do is defeat the monsters, collect the 
jewels that they hold, and restore the world to peace and happiness. 
Simple, no? 


Still, there are times when even the cleverest hero may hit a snag or two. 
That’s what this book is for. It will help you guide Quickthorpe past the 
fiendish puzzles, horrible monsters, and brain-twisting conundrums in his 
path. In other words, it lets you cheat like crazy. It’s a dirty job, but 
someone’s got to do it. 


This hintbook is easy to use. Suppose, for example, that you’re stuck at the 
Wellin the Frozen Lands. Just turn to the Frozen Lands section of the book, 
then look for a picture of (you guessed it) the Well. There you’ ll find 
everything you need to know about that spot . . . what items to use, what 
creatures you’ ll meet, and so on. 


Each entry is cross-referenced. For example, in the entry for the Well 
(Location 14) you can see that you can exit to Locations 7 (Edge of the 
Forest), 11 (The Crossing), and 15 (Inside the Well). 


If that’s not enough, we’ve included a full items list and a map of the 
Engulfed Fortress maze in the appendices. (Unfortunately, we had to cut 
out the nude centerfold of the Siren at the last minute.) 


Prepare to enter the world of Balkhane! Get ready to defeat huge, horrible 
monsters armed with nothing more than household utensils and cast-off 
junk! Give ‘em hell, Quickthorpe! 





The Frozen Lanos The Frozen Lands 


Part ONE 
THE FROZEN LANDS 


Your adventure begins in an icy, benighted land, afflicted by an ancient 
curse and ruled by a malevolent ice giant. It’s not much, but it’s home. 


Village of Balkhane. 
The Bridge 

The Old House 
Frozen Lake 

Edge of the Forest 
Well 

Crossing 

Ravine 
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Location 1. Village of Balkhane. 


1. Speak with the Village Elder. He’ll ramble on a bit, but do pay 
attention. He’ll tell you the good news (you’re on a quest to recover 
four precious jewels that will save the land) and the bad (you have to 
confront four large, deadly monsters to get them). He’! also give you 
a handy medallion as a bonus gift. 

Exit to the Frozen Lands, and the rest of your adventure. 

Village Gates. Knock on these gates after traveling around abit. Your 
girlfriend, Wannette, will answer and show you how she feels about 
you. 





Town of 
Balkhane 
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Location 2. Bridge. 


1. The Hunter. He’ll tell you that you’re entering a desolate land 
containing nothing but danger and death. He’s not much help, frankly. 

2. The bridge. If you step on it, this flimsy pile of wood shavings will 

collapse. You will plunge into the icy stream, freezing you like a 

popsicle. We don’t recommend this. 

Stones across the stream. Walk on them to make it to the other side. 

Exit to Location 3 (The Old House). 

Exit to Location 1 (Village of Balkhane). 


The Bridge 
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Location 3. This Old House. 


1. 


Ae S 


Chili-peppers. Useless (except as a zesty condiment). 

Broken lantern. Yes, it’s really broken, and no, you can’t fix it. It’s 
just there to give you a false sense of security in the dark. 

Cat. Kitty will turn into a ghost when you try to enter the house. Use 
the medallion from Location 1 (Village of Balkhane) to zap the creep. 
Exit to Location 4 (Cellar). 

Exit to Location 5 (Inside House). 

Exit to Location 2 (Bridge). 


Location 4. Inside House. 


Welda. Youcan try talking to herif you like, butif you value your life, 
you’ ll let sleeping witches lie. 

Book of Runes. Used at the Well (Location 14). What, you don’t 
speak runish? 

Bag of bird seed. Used at the Hollow Tree (Location 9). The perfect 
after-adventure snack. 

Dried leaves. Could this heap of apparently useless backyard trash in 
fact be the key ingredient in a powerful magic potion? No-it’s just 
useless backyard trash. 

Exit to Location 3 (The Old House). 


Location 5. Cellar. 


Gold statuette. Used at the Edge of the Forest (Location 7). Also 
makes a fine paperweight. 

Length of rope. Used at the Well (Location 14). And, if things aren’t 
going so well, you can make a noose out of it. 

Exit to Location 3 (The Old House). 





The Frozen Lands 
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The Frozen Lands 


Location 6. Frozen Lake. 


Short length of rope. Too short to be of any use, in fact. 

Boat’s chair. Examine this closely to speak with Simbeline, a 
scantily-clad spirit who wishes to join you. After talking to her, grab 
her orb (no, no, her orb). It’s used Inside the Well (Location 15). 
Exit to Frozen Lands. 


Location 7. Edge of the Forest. 


L. 
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Well-dressed gentleman. This gent has a sure-fire scheme for making 
it rich in the Forest... he’s a thief. You’ll have to give him the gold 
statuette from Location 5 (Cellar) to gain passage into the forest. After 
getting the necklace from Location 9 (Hollow Tree), give it to the 
gentleman. He’ll reward you with some gloves, used at Location 10 
(Inside Hollow Tree). (What did you expect, a medal?) 

Exit to Frozen Lands. 

Exit to Location 14 (Well). 

Exit to Location 8 (Path of Sculptures). 


Location 8. Path of Sculptures. 
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Examine this area to uncover an old, rusty shield, used Inside the 
Castle (Location 19). 

Look here to find the hunter’s dysfunctional tot and a talkative crow. 
Exit to Location 7 (Edge of Forest). 

Exit to Location 9 (Hollow Tree). 
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Location 9. Hollow Tree. 
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Drimm. Talk to him for some words of transcendant wisdom (or 
random blather—you decide). 

Stump. Examine the stump to find a lever, pull the lever to open the 
hollow tree. 

Bird. Use the birdseed from Location 5 (Cellar) on the bird to distract 
it from its nest. 

Nest. Examine the nest to find a necklace (after the bird has left). 
Return to the well-dressed gentleman at Location 7 (Edge of the 
Forest) and give him the necklace. He will give you a pair of gloves 
(used at Location 10, Inside Hollow Tree) to show his gratitude. 
Exit to Location 10 (Inside Hollow Tree). 

Exit to Location 11 (The Crossing). 

Exit to Location 8 (Path of Sculptures). 


Location 10. Inside Hollow Tree. 


1. 


Blue fruit. If you try to take it unprotected, it will make Quickthorpe 
woozy. (Didn’t your mother tell you never to eat anything blue?) Use 
the gloves from Location 7 (Edge of the Forest) on Quickthorpe to 
safely grab these hallucinogenic berries. The blue fruit is used at 
Location 19 (Inside the Castle). 

Skeleton. Examine this poor fellow to discover a gold ring (used at 
Location 11, the Crossing). Take it, but do not try iton. Trust me, it’s 
not your style. 

Exit to Location 9 (Hollow Tree). 


Location 11. The Crossing. 
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Bushy path. This is an exit to Location 12 (Outside Cave). 

Exit to Location 14 (Well). 

Exit to Location 9 (Hollow Tree). 

Exit to Location 16 (Ravine). As you attempt to take this route (or the 
path to Location 14), you will be ambushed by a group of ill-bred 
bandits. Tell them “I’m off to kill the Ice Giant,” and then “Would you 
settle for some sort of valuable object instead of money?” Give the 
bandit leader the gold ring from Location 10 (Inside Hollow Tree). 
This will solve your bandit problem. Now examine the corpse and 
take the scarf (used at Location 19, Inside the Castle). Take the knife, 
too... it’s used at Locations 36 (Edge of the Abyss) and 37 (Coral 
Path). 
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Location 12. Outside Cave. 


1. Bushes. Use Busues to hide behind them. The ogre will then leave his 
cave, clearing the way for you to enter. 

2. Cave. The main door into the ogre’s lair. Of course, it’s blocked by 
a boulder that weighs more than a Range Rover, so it isn’t really that 





Outside 
Cave useful. 
3. Exit to Location 13 (Inside Cave). Climb the rocks to gain access to 
this small hole (after the ogre has left, naturally). 
4. Exit to Location 11 (The Crossing). 
Location 13. Inside Cave. 
1. Ogre’s bed. Examine the ogre’s bed (doesn’t he ever change the 
sheets?) and take the small key stashed in his pillow. 
2. Chest. Use the key from the ogre’s bed to open this chest. Take the 
. flasks of oil that are inside the chest-they’re used at Location 18 
Inside : 
Cave (Outside the Castle). 


3. Exit to Location 12 (Outside Cave). 
4. Exit to Location 15 (Inside the Well). It’s too dark to see, though. 
You'll need some light. See Location 14 (Well). 





Location 14. Well. 





1. Hunter. He’ll pass on some more of his fascinating forest lore (in other 
words, he chatters away pointlessly). 

2. Runes. Use the Book of Runes from Location 4 (House Interior) to 
read this message. It says “Well of Life”. 

3. Exit to Location 15 (Inside the Well). Use the rope From Location 5 

(Cellar) on the spool of the well to climb down safely. 

Exit to Location 11 (The Crossing). 

Exit to Location 7 (Edge of the Forest). 

A bunny. 

A dead bunny. What the other bunny will be if he doesnt’t move his 

fluffy behind and run away from the Hunter. 
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Location 15. Inside the Well. 


Use Simbeline’s orb from Location 6 (Frozen Lake) to shed some light on 
this area. (Hey, they can’t all be gems.) 


1. 


Grass of Life. Use your knife from Location 11 (The Crossing) to 
extract this plant from the ground. Feed the Grass of Life to the Cow 
of Eternity at Location 101 (Cosmic Dairy) to receive the Milk of 
Destiny. Naw, just kidding. The Grass of Life is completely useless. 
Dirt. Examine this peculiar mound of earth to find a piece of stone 
tablet. The other half of this tablet is at Location 15a (Inside the Well, 
Part II). 

Exit to Location 14 (Well). 

Exit to Location 15a (Inside the Well, Part II). 


Location 15a. Inside the Well Part II. 


Dirt... but not just any dirt! Examine this dirt to unearth another piece 
of astone tablet. Combine these pieces together to forma tablet, which 
is used at Location 16 (Ravine). 

Exit to Location 15 (Inside the Well). 

Exit to Location 13 (Inside Cave). This shortcut leads to the ogre’s 
cave. 


Location 16. Ravine. 


In order get past the massive wall of stone that lies between Quickthorpe 
and the castle, you must use the magical tablet from Location 15a (Inside 
the Well Part II). This will cause an earthquake that will bring the wall 


down. 

1. Talking heads. (Note to David Byrne’s lawyers: not the band, don’t 
sue us.) These sassy statues attempt to discourage your passage to the 
Ice Giant’s castle. 

2. Exit to Location 17 (Top of the Ravine). 

3. Exit to Location 18 (Outside the Castle). 

4. Exit to Location 11 (The Crossing). 
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Location 17. Top of the Ravine. 


die 


Frozen carcass. Examine this poor stiff and take his sulfur stick. He 
won’t be needing it, but you will (at Location 18, Outside the Castle). 


2. Exit to Location 16 (Ravine). 


Location 18. Outside the Castle. 


If you try to cross the drawbridge, the Ice Giant will appear and block your 
way. 


Ice Giant. Talk to him all you like, but don’t step forward! Instead, 
use the flask of oil from Location 13 (Inside the Cave) on him. Next, 
use the “sulfur stick” from Location 17 (Top of the Ravine) on the oily 
giant. After the meltdown, you can safely pass the drawbridge. 
Exit to Location 19 (Inside the Castle). 

Exit to Location 16 (Ravine). 


Location 19. Inside the Castle. 


1. 


Death ray. Look, but do not touch. Use the scarf from Location 11 
(The Crossing) on the shield from Location 8 (Path of Sculptures). 
Now that the shield is buffed shiny, usE the shield on Quickthorpe and 
advance. 

Emerald. This is one of the four jewels the village elder spoke of. One 
down, three to go! 

Eagle. Give this bird the blue fruit from Location 10 (Inside Hollow 
Tree). She’ll take you up, up and away to the Land of Mists (Location 
20). It’s probably not a bright idea for the pilot to eat hallucinogenic 
blue fruit before takeoff. But hey, it’s Quickthorpe’s neck, not yours. 
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Part Two 
THE LAND oF Mists 


A purple haze hangs over the Land of Mists, covering its fetid swamps and 
barren mountains. Here you’ll encounter giant spiders, lizard men, and 
flesh-eating gargoyles. It’s almost worse than a blind date. 


pS he 


Wooden Tower 
Swamp Path 
Spider Crossing 
City Gates 


Location 20. Wooden Tower. 


1. 


Lizard guard. He blocks the tower door and the path to the city. Like 
most guards, what you need is the right bribe. Give him a dead possum 
from Location 21 (Swamp Path), and the guard will give you a hearing 
aid. Examine the hearing aid: inside you will find waxy plugs (ugh!). 
After getting the drum from Location 21 (Swamp Path), use the waxy 
plugs on Quickthorpe, then use the drums on the guard . This will put 
him to sleep. Take his spear (used at Location 30, Snake Demon). 
Examine the guard to findakey. The key opens the door to the wooden 
tower. 

Exit to Location 21 (Swamp Path). 

Exit to Location 23 (Inside Wooden Tower). Use the guard’s key. 
Exit to Location 24 (Mountain Platform). 


Location 21. Swamp Path. 
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Bridge. Look under this structure and you’ ll find a poisoned possum. 
One man’s poison is another man’s meat: grab the possum and head 
back to the lizard guard at Location 20 (Wooden Tower). He’ll be 
delighted to have it. 

Walk to this area of the path and Jemima will rise from the swamp. 
She’ ll try to hypnotize you with her voodoo rhythms. Use the waxy 
plugs from location 20 (Wooden Tower) on Quickthorpe to plug up 
his ears. Defeated, Jemima will sink back into the depths. Take her 
drum; it’s used on the guard at Location 20 (Wooden Tower). 

Exit to Location 22 (Spider’s Platform). 

Exit to Location 20 (Wooden Tower). 
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The Land of Mists 


Location 22. Spider’s Platform. 


iPS 


Hole. Approach it, and Courtney the giant spider will emerge. Use 
the disassembled hearing aid as a trumpet on the spider. Your 
stupendous lack of musical ability will scare her back into the hole. 
Skeleton. Examine this body. You will find a small, gold key, used 
at Location 23 (Inside Wooden Tower). 

Exit to Location 21 (Swamp Path). 


Location 23. Inside the Wooden Tower. 
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Empty flask. 

Wool blanket. Used at Location 44 (Shadow Gate). 

Book. Used at Location 28 (Library). 

Axe. Used at Location 25 (City Gates). 

Locked cage. Use the key from Location 22 (Spider’s Platform) to 
open the cage and free Iris the fairy. She looks pretty good for an 
ancient spirit who’s been held hostage in a cage. Iris will give you 
some magic powder, and tell you to mix it well before using. 

Exit to Location 20 (Wooden Tower). 


Location 24. Mountain Platform. 
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Jar filled with water. Used at Location 25 (City Gates). 

Nuts. Used at Location 26 (Shack). 

Broom Handle. If you pull this handle, you’ll get a taste of things to 
come. Quickthorpe doesn’t have the stomach for it, though. Head 
back up to continue. 

Flower. Used at Location 28 (Library). 

Exit to Location 20 (Wooden Tower). 

Exit to Location 25 (City Gates). 
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Location 25. City Gates. 


1. Big, blue, blowing Titan. Use the magic powder from Location 23 
(Inside the Tower) with the jar of water from Location 24 (Mountain 
Platform) to show him who’s boss. 

2. Exitto Location 26 (Shack). Use the axe from Location 23 (Inside the 
Wooden Tower) to demonstrate Quickthorpe’s mighty strength on 
this door. 

3. Exit to Location 27 (City Square). It’s locked, naturally. To get in, 
take a look at the paving stones. Notice that some are lighter than 
others? Stepping on these stones will depress the stones and make a 
noise. Step on the stones in the following order: leftmost stone, lower 
middle stone, rightmost stone. The city gates will swing open. 


City 
Gates 





Location 26. Shack. 


1. Hay. Examine it and...hey! You found some gold coins. Grab ‘em, 
you’ ll need ‘em at Location 31 (Airship in the Air). 

2. Rat. Awww, isn’the cute? You can feed him a nut from Location 24 
(Mountain Platform) if you like. 





pack 3. Exit to Location 25 (City Gates). 
Location 27. City Square. 
1. Old sailor. Talk to him to find out why he’s so crabby. 
2. Chained gargoyle. Use the key from Location 28 (Library) to return 

him to the wild. 
Cit 3. Exit to Location 25 (City Gates). 
ye y 4. Exit to Location 28 (Library). 
i 5. Exit to Location 29 (Gargoyle Family). 

6. Exitto Location 30 (Snake Demon). Not accessible until the gargoyle 


is released. 
7. Exit to Location 31 (Airship). Not accessible until the gargoyle is 
released. 
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Location 28. Library. 


Izion. Give this old librarian the book from Location 23 (Inside the 
Wooden Tower) and he will give you the Mecubarz Key. (If you like, 
youcan also give hima flower from Location 24, Mountain Platform.) 
Izion will also hand you a key for the perch in the center of town 
(Location 26). 

Exit to Location 27 (City Square). 


Location 29. Gargoyle Family. 


Gargoyle father. Speak with him to find out about the sailor’s leg. 
Yeecccch! 

Gargoyle child. Not quite right, is he? 

Gargoyle toddler. Talk to this youngster until she takes the lollipop 
out of her mouth. Take the candy from the baby (don’t worry, daddy’s 
all in favor of it). The lollipop is used at Location 31 (Airship in the 
Air). 

Exit to Location 27 (City Square). 


Location 30. Snake Demon. 


Snake Demon. This slithering scumbag isn’ t as tough as he looks. Use 
the lizard guard’s spear from Location 20 (Wooden Tower) to 
eliminate this repulsive reptile. Take the diamond that falls from his 
crown. 

Scattered bones. Examine these to find some gold coins. You’ll need 
them at Location 31 (Airship in the Air). 

Exit to Location 27 (City Square). 
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Location 31. Airship. 


1. Captain. Talk to the Captain about a ride to the Engulfed Fortress. He 
will give you an earful of high prices and then smack the hired help. 
Talk to the captain again after you’ ve given the lollipop to the ship’s 
boy. The captain will now quote a lower fare. Give him the gold you 


Airshi 
ace have acquired from Locations 26 and 30 (Shack and Snake Demon). 
‘Age The ship will weigh anchor for the Engulfed Fortress. 


(" 2. Ship’s boy. Give this poor child the lollipop from Location 29 
ty (Gargoyle Family) and he’ ll forge the farebook for you. This kid has 
{ a great future ahead of him as an accountant! 

t 3. Exit to Location 27 (City Square). 








Principles For Review 


V Every guard has his price. 
Waxy ear build-up sometimes works in your favor. 
V Never lend your leg to a gargoyle. 























“Be a Better Adventurer’’ 
| Workbook . 


| 1. If Quickthorpe has twelve dead possums and gives seven to the 
| guard, how many does he have left? What is Quickthorpe’s chance of 
getting rabies, plague, or other diseases from the rotting bodies? 


Questions for Review 





2. (Project) Build a voodoo drum and use it to hypnotise your friends. 
How many of them have waxy ear build-up? 


| he acting out long-supressed feelings of shame and guilt? Or was he 
| just hungry? Discuss from the gargoyle’s point of view. 
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é 3. Why do you think the gargoyle took the sailor’s leg and ate it? Was 
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The Ensulfed Fortress 


PART THREE 
THE ENGULFED ForRTRESS 


As the name suggests, the Engulfed Fortress is a guarded, mysterious place 
that none may enter. The area around the fortress, though, is a garden spot, 
an enchanting place of seaweed forests and coral paths. There’s just one 
small technical problem. The Engulfed Fortress is located several hundred 
feet under water, and Quickthorpe doesn’t breathe water all that well. 


. Seaweed Forest 
. Coral Path 
. Edge of the Abyss 


Shell 


. Engulfed Fortress 


Location 32. Airship. 


Exit to Location 33 (Cabin). 

Exit to Location 34 (Hold). 

Exit to Location 35 (Seaweed Forest). Of course, you can’t use this 
exit until you have eliminated the ravenous Shark and enchanted 
Quickthorpe so he can breathe underwater. To get rid of the Shark, 
make a stuffed sock in the Hold (Location 34). Use the stuffed sock 
on the Shark, and the fragrant footwear will kill him. To breathe 
underwater, use the parchment from the Cabin (Location 33) on 
Quickthorpe. Then use the magic stone from the Cabin on Quickthorpe— 
this will make him sink like a stone in the water. Finally, use the water 
to take the plunge into the briny deep. 


Location 33. Cabin. 


Bed. Take the smelly, nasty, stinky socks off the bed covers. (No one 
said being a hero was glamorous.) Examine the bed further to obtain 
a hairpin. 

Locked box. Take the hairpin and use it to bend it into alockpick. Use 
the bent hairpin to open the box. (All that time Quickthorpe spent 
trying to break into the girls’ locker room finally pays off!) Take the 
magic stone you find within; it’s used up on deck (Location 32) to help 
you survive underwater. 

Parchment. Use this parchment up on deck (Location 32) to give you 
the ability to breathe underwater. Use it in the cabin for more 
humorous results. 

Exit to Location 32 (Airship). 
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Location 34. Hold. 


Barrel. Inspect this container and grab one of the hunks of raw meat 
within. 

Fuel tank. Open this and dip the meat from the barrel in the gunk. Now 
use the smelly socks from Location 33 (Cabin) with the gunkified 
meat. You are now the proud owner of a sockful of poisoned meat. 
There is a point to all this... you use the stuffed sock on deck (Location 
32) to do in a troublesome shark. 

Exit to Location 32 (Airship). 


Location 35. Seaweed Forest. 


1. 


a 


Seahorses. A group of seahorses will eventually pass by. Speak with 
them nicely and they’ll give you some kelp. (Kelpful, aren’t they?) 
The kelp is used at the Engulfed Fortress (Location 40). 

Treasure chest. You must have the map from Location 39 (Kouppa’s 
House) and the shovel from Location 40 (Engulfed Fortress). Use the 
shovel on the sandy bottom near the starfish. You should find the 
chest. (If you don’t, try again nearby.) When you find the chest, use 
the bent hairpin from Location 33 (Cabin) to unlock it. Take the 
treasure; it’s used at Location 37 (Coral Path). 

Exit to Location 36 (Edge of the Abyss). 

Exit to Location 37 (Coral Path). 5. | Exit to Location 38 (Shell). 
Exit to Location 40 (Engulfed Fortress). 


Location 36. Edge of the Abyss. 


1. 


Siren. This stunning beauty claims to be interested in getting close to 
Quickthorpe. Naturally, this is extremely suspicious if not downright 
absurd. Don’t get too close to this mesmerizing mermaid, or you’ ll 
plunge into the Abyss. 

Oyster. Use the knife from Location 11 (The Crossing) on this oyster 
and you’ll find a pearl. Take it, you’ll need it at Kouppa’s House 
(Location 39). 

Exit to Location 35 (Seaweed Forest). 
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Location 37. Coral Path. 


1. 


Khor. This former fish god is down on his luck and has been forced 
to take a job as a guard. He’ll keep you out of that cave. Remember, 
though, every guard has his price. Give Khor the treasure from 
Location 35 (Seaweed Forest). Khor will take the money and run, 
leaving behind his helmet and spear. Take them (kleptomania is part 
of an adventurer’s job). The way into the cave is now open. 
Oyster. Use the knife from Location 11 (The Crossing) on these 
oysters for more pearls. The pearls are used at Kouppa’s House 
(Location 39). 

Exit to Location 35 (Seaweed Forest). 

Exit to Location 41 (Elevator Room). Only accessible after Khor 
leaves with his loot. 


Location 38. Shell. 


Gardener. He’II tell you that Kouppa, the gent who lives in the shell, 
is interested in pearls. 

Door. Knock on this door. When Kouppa answers, ask him if he’s 
interested in your pearls. This opens the way into Location 39 
(Kouppa’s House). 

Exit to Location 35 (Seaweed Forest). 


Location 39. Kouppa’s House. 


1. 


Kouppa. Talk to this couch potato more if you wish. Give him the 
pearls from Locations 36 and 37 (Edge of Abyss and Coral Path). If 
you brought enough pearls, he’ ll give you a treasure map in exchange. 
Use the map, and you’ll see that the treasure is buried at Location 35 
(Seaweed Forest). If you don’t have enough pearls, Kouppa will send 
you away to get more. 


2. Exit to Location 38 (Shell). 
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The Ensulfed Fortress 


Location 40. Engulfed Fortress. 


Thisisit...the Engulfed Fortress that you’ ve heard so much about. It looks 
pretty high-tech for a Fortress. The Fortress is guarded by a nasty eel and 
an even nastier laser beam. Walking in the Fortress through the front door 
is difficult. Really, really difficult. Come to think of it, it’s impossible. 
There’s another way in, fortunately. 


1. Electric eel. Getting too close to him is a shocking experience. 

2. Gardener. Give this hungry chap the kelp from Location 35 (Seaweed 
Forest). He will unselfishly give you his shovel, used at Location 35 
(Seaweed Forest). 

3. Exit to Location 35 (Seaweed Forest). 


Location 41. Elevator Room. 


1. Exit to Location 24 (Mountain Platform). If you take this elevator 
when you first enter, it will take you up to the Mountain Platform in 
the Land of Mists (Location 24). After flipping the switch at Location 
43 (Gorgon), the elevator will take you down to the Shadow Gate in 
the Land of Shadow (Location 44). 

2. Exit to Location 37 (Coral Path). 

Exit to Location 42 (Maze). 


ies) 


Location 42. Maze. 


This twisting labyrinth of passages can be navigated with skill, intelligence, 
and patience. Or you can just cheat. Check out Appendix B for a map of 
the maze, or use the following instructions (directions refer to exits on 
various sides of the screen): 


From the first maze room, go Lert, Lert, Up, then Ricut. Take the crowbar 
from this area. Then exit LErr and go Down, Down, LEFT, and UP. 


After following these directions, you will be in front of a boarded door that 


reads, “Keep Out!”. Use the crowbar from the maze to jimmy this door 
open. This is now the exit to Location 43 (Gorgon). 
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The Engulfed Fortress 


Location 43. Gorgon. 


Cosmic Window. Like, wow, man. 

Gorgon. She certainly isn’t a friendly sort. Use Khor’s spear from 
Location 37 (Coral Path) on the Cosmic Window to get rid of her for 
good. 

Sapphire. Take this and put it in the Mecubarz Key from Location 28 
(Library). 

Switch. This switch controls the direction of the elevator at Location 
41 (Elevator Room). Use it to reverse the direction the elevator 
travels; instead of going up, it will now go down to the Land of 
Shadows. 

Mecubarz Port. You will venture beyond this door at the very end of 
the game. 

Exit to the maze. The directions for returning to Location 41 (Elevator 
Room) are: exit the Gorgon’s room, then go Down, RiGut, Ricut, Up, 
RIGHT, RicHt. Now take the elevator down to the Land of Shadows. 


Principles For Review 


| 
| 
| 


Picture windows go on the wall, not the floor. 
Foot odor can be fatal. 
You pay extra for a fish god. 


Questions for Review 


1. How could you alter the recipe for a stuffed sock so that it is lower in 
fat, but higher in vitamins A and D? 


2. (Project) Keep some old socks in the back of your closet for a couple 
of months. Then take them to your local beach, lake, or stream. How many 
fish and other marine animals can you kill with your socks? 


3. If the Siren represents Quickthorpe’s latent Oedipal complex and the 
Abyss represents the depths of Quickthorpe’s inner psyche, what do you 
think the electric eel represents? Discuss. 
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The Land of Shadows 


Part Four 
THE LAND oF SHADOWS 


The Land of Shadows is a place of endless torment, perpetual despair, and 
unspeakable torture. On the plus side, it is nice and warm. 


During the elevator ride down to the Land of the Shadows, the elevator will 
jam. Use the wool blanket from Location 23 (Inside the Wooden Tower) 
on Quickthorpe to float down safely to Location 44 (Shadow Gate). 


Location 44. Shadow Gate. 


Is 
Bs 
3 


Exit to Location 41 (Elevator Room). 

Switch. Use this to operate the elevator. 

Gate. Talk to the gate (yes, you heard me). Tell it that you are the 
Boogie Man. Bill and Bull, the guards, will appear and toss you ina 
Prison Cell (Location 45). You’re off to a smooth start! 


Location 45. Prison Cell. 


Bt re ee 


Spoon. Be sure to take this. 

Plate. 

Cup. This proves to be very handy at Location 49 (The River Stynx). 
Note. It explains the charges against you. 

Exit to Location 47 (Shadow Guards). Of course, the door’s locked. 
And no, that bent hairpin won’t work. They’re a bit more security- 
conscious around here than in the Engulfed Fortress. You’ll need the 
key from Location 46 (Adjacent Cell). 

Loose stone. Examine this tile of stone and then use the spoon on it 
to pry it free. (You can try using a knife, but it will break). The tunnel 
that appears takes you to Location 46 (Adjacent Cell). 
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The Land of Shadows 


Location 46. Adjacent Cell. 


1. 


Old prisoner. Talk to him once to wake him up, then talk to him again 
and say “My name’s Quickthorpe. I’ve come to free you.” You’ll 
really raise his spirits! You'll also, um, kill him. Examine the body 
(doesn’t it seem like you spend all your time in this game searching 
bodies?) and take the key from his pocket. 

Cell door. The lock is melted and the key will not work. Tough luck, 
buddy. Perhaps it will work on some other door, like the one in 
Quickthorpe’s cell (Location 45)? 

Exit to Location 45 (Prison Cell). 


Location 47. Shadow Guards. 


1. 


2. 
3. 
4 


Bill. Talk to him and say, “Could Ihave one of your official ID cards?” 
The card is used at Location 49 (River Stynx). 

Bull. He’s almost as intelligent and good-looking as Bill. 

Exit to Location 45 (Prison Cell). 

Exit to Location 48 (Shadow Bridge). 


Location 48. The Shadow Bridge. 


1. 


i be 


Bridge... orhalf of one, anyway. It’s time to practice some track and 
field. Use Khor’s spear from Location 37 (Coral Path) on Quickthorpe 
to vault across the gap safely. 

Exit to Location 47 (Shadow Guards). 

Exit to Location 49 (The River Stynx). 
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Location 49, The River Stynx. 


1. 


ae 


Grim Reaper. He’s a laugh and a half. Give him your official ID from 
Location 47 (Shadow Guards) and he’Il grant you access to the Hell 
Rail. 

The River Stynx. Want a souvenir? Use your cup from Location 45 
(Prison Cell) to scoop up a bit of this lava-like liquid. It’s used at 
Location 50 (Chax). 

Hell Rail. You may use this to cross the river after giving the ID card 
to the Reaper. 

Exit to Location 48 (Shadow Bridge). 

Exit to Location 50 (Chax). 


Location 50. Chax. 


fis 


Chax the Fire Demon. Talk with him if you fancy, but be careful! He 
has a hot temper. You probably just want to throw lava on him with 
your cup from Location 45 (Prison Cell). Presto! No more fire demon. 
Ruby. Take this from the pedestal and place it into the Mecubarz Key 
from Location 28 (Library). You should now have all four jewels. 
Exit to Location 49 (The River Stynx). 

Catacomb. Examine this cubby hole. Use the catacomb, if you dare, 
and you will see that it grants you passage to Location 44 (Shadow 
Gate). This is the easiest way to get out . . . otherwise, you’d have to 
somehow make it past Bill and Bull again. 
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The End 


Part FIve 
THE Enp 


Location 51. Ismael’s Room. 


Your adventure is almost done. Once back at Location 44 (Shadow Gate), 
flip the switch and take the elevator up to Location 41 (Elevator Room). 
Now enter Location 42 (the Maze) and from there use the following 
directions: Up, Ricut, Up, Ricut, Up. This will lead you to Location 51 
(Ismael’s Room). 


1. Bird’s head switch. Use this switch on the right to start the machine 
and wake Ismael. 

2. Exit to Location 42 (Maze). 

3. Ismael. You may remember this guy from the introduction—he’s the 
one who got the world into all this trouble to begin with. Talk with 
Ismael and answer, “Just what exactly is that Supposed to mean?” 
When he asks you for the jewels, say “The truth is, I don’t have any 
jewels.” (You can try giving them to him, but you ll regret it!) Ismael 
will tell you the whole sordid story of why he wants the jewels. At 
this point, say “Ill have to think about that one.” 


Now head back to the Gorgon’s room (Location 43). Here are the 
directions: Down, Down, Lert, LEFT, Lert, Lert, Down, Down, LEFT, 
Up,Up. Within this room, use the completed Mecubarz Key from Location 
28 (Library) on the Security Port and enter Location 52 (Mecubarz Room). 
Make sure you’ ve placed all four jewels in the Mecubarz Key: the Emerald 
from Location 19 (Inside the Castle), the Diamond from Location 30 
(Snake Demon), the Sapphire from Location 43 (Gorgon), and the Ruby 
from Location 50 (Chax). 


Location 52. Mecubarz Room. 
1. Button. Press this button to activate the middle chair. 
2. Chair. Sitin this middle one and relax. You’ve completed your quest, 


. brought tranquillity back to the land, and won the affections of buxom 
Wannette. Way to give ‘em hell, Quickthorpe! THe Enp. 
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Appendix A: The Maze 


Engulfed Fortress Maze 


Key 


— Passage 
7 Blocked Passage 


Directions from Elevator 
Room to Crowbar 
Lert, Lert, Lert, Up, RIGHT 


Directions from Crowbar to 
Outside Gorgon 
Lert, Down, Down, Lert, Up 


Directions from Outside 
Gorgon to Elevator Room 
Down, RiGcHT, RicuT, Up, 
Ricut, RIGHT 


Directions from Elevator 
Room to Ismael’s Room 
Lert, Up, Ricut, Up, Ricut, Up 


Directions from Ismael’s 
Room to Outside Gorgon 
Down, Lert, Lert, LEFT, LEFT, 
Down, Down, Down, Lert, Up, 
Up 
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| Appendix B: Item List Appendix B: Item List 
Item Name Found Used Purpose Item Name Found Used Purpose 
Axe 23 25 __ Used to open the shack door Pearl (1) 36 39 Give these to Kouppa 
Bag of Seeds 4 9 Used to distract the magpie Pearls (2) 37 39 Give these to Kouppa 
Blanket, Wool 23 40 Used to parachute from the stuck elevator Plate 45 None 
Book 23 28 Give to Izion and receive some items Possum, Dead 21 20 Give this to the lizard guard 
Book of Runes 4 14 Deciphers the well inscriptions Powder, Magic 23 25 Mix with water to topple the titan 
Bucket 14 None Ring 10 11 A gift for the bandit leader 
Chili-peppers 3 None Rope, Length of 5 14 Tie this to the spool of the well 
Clay Tablet Piece 15 16 Merge with other piece for earthquake Rope, Short 6 None ve 
Clay Tablet Piece 15a 16 Merge with other piece for earthquake Ruby 50 43 Insert it into the Mecubarz key 
Coins 26 31 Pays your traveling expenses Sapphire 43 43 Place it in the Mecubarz key _ 
Coins 30 31 Pays for traveling expenses Scarf 11 19 Polish the old shield up with this 
Crowbar 40 40 Open the gorgon’s room Shield, Old 8 19 When cleaned, it can reflect anything 
Cup 45 49,50 Used to get a sample of the River Stynx Socks, Smelly 33 32 Part of a poisonous concoction _ 
Diamond 30 43 Used in the Mecubarz key Spear 20 30 This item will defeat the snake king 
Drum, Hypnotic 21 20 Puts lizard guard to sleep Spear, Khor’s 37 43, 48 used to vault the Shadow bridge 
Emerald 19 43 Used in the Mecubarz key Spoon 45 45 __A great tool to dig up loose stones 
Flask 23 None Statuette, Gold 5 7 Give this to the thief in the forest 
Flasks of Oil 13 18 Oil bath for the Ice Giant Steak 34 32 Dip this meat in the fuel tank and 
Fruit, Blue 10 19 Pre-flight meal for the great eagle put in socks to make shark bait 
Gloves 7 10 To safely pick the blue fruit Stone, Magic 33 32 Swallow this to really hit bottom 
Grass of Life 15 None Sulfur Stick 17 19 Light up the Ice Giant’s life with this 
Hairpin 33 33,35: Used to pick locks Treasure 35 37 Give this to Khor 
Hearing Aid 20 «21,22 yields waxy plugs and a horn 
Helm, Khor’s 37 None 
ID Card 47 49 Show this to the Grim Reaper 
Jar of Water 24 | Water + magic powder = no Titan 
Kelp 35 40 __ To give to the gardener 
Key, Mecubarz 28 43 Complete this by adding all four gems... 
it unlocks the Mecubarz Port 

Key, Prison 46 45 A get-out-of-jail-free card 
Key, Small 28 27 Frees the chained gargoyle 
Key, Small 13 if Opens the ogre’s chest 
Key, Tower 20 20 Opens the wooden tower 
Key, Small Gold 22 23 Frees Iris, the fairy 
Knife ‘(1 (36,37 Opens oysters to get pearls 
Lantern, Broken 3 None 
Leaves, Dry 4 None 
Lollipop 29 31 Trade favors with the cabin boy 
Map 39 35 X marks the spot for buried treasure 
Medallion 1 3 Fends off the kitty ghost 
Necklace 9 7 Give this to the local forest thief 
Nut 24 26 To feed a rodent 
Orb, Simbeline’s 6 15,15a Sheds some light inside the well 
Parchment 33 32 A spell for breathing under water 
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e —CERORGT— Adventure 


The horror that destroyed an entire civilization has returned. It has only one 
target: you. Enter Nemesis, a world of mystery, magic, and terror. 


Features: 
An epic story line filled with intrigue and mystery 
Thousands of frames of gorgeous, SVGA, 3D graphics 
Intuitive Interface 
Single-Player Perspective 
Responsive Real-time Combat 
Mystifying, but Logical, Puzzles 
Spectacular Sound Effects and Complete Digitized Speech 


Experience the only adventure game to bring you the epic fantasy 
that is Wizardry. 


AVAILABLE NOW 
(P.S. Look for the next Classic Wizardry Scenario in 1998) 


Cool Sirtech Games 


Shadows Over Riva. The sequel to the multiple award-winning Star 
Trail, and featured on the cover of PC Gamer magazine, Shadows over Riva 
offers the same exquisitely detailed plot and play of its predecessors, along with 
beautifully rendered cinematic sequences and an abundance of combat, puzzles, 
and NPC interaction. Coming Spring ‘97. IBM CD-ROM ........0......- $49.95 


Nemesis: The Wizardry Adventure. Anenormousundertaking 
in game development. Explore a new world, complete with combat, puzzles, 
and cinematic sequences like nothing you have seen before. We pulled out all 
the stops to make a game that brings a new dimension to our Wizardry 
Adventures and sets new standards for multimedia gaming. Requires SVGA 
with VESA 1.2 IBM DOS CD2ROM on. sssversascnrinecasonsecvovssonesssvenveavenstves $49.95 


Wizardry Gold. The award-winning fantasy classic, Crusaders of the 
Dark Savant, now available for Windows and the Mac in an enhanced CD- 
ROM edition. Features enhanced graphics, full speech, and a built-in hint guide 
and manual. Windows CD-ROM .......cccsccsssssssscsssesseeseeseessesseeasesseseentes $42.95 
DRC CIIROMA.  wrecvex suis tecwntastcxcenitesontrianssckamnaieseemninewsd swesntinsasitetsensiosm $49.95 


The Trophy Case. Three great games at one great price: Jagged 
Alliance, Druid: Daemons of the Mind, and Realms of Arkania: Star Trail. 
Untangle the mystery of the Druids, struggle for control of Metavira Island, and 
fend off Orcish armies! A valuable addition to your software library, these three 
games offer an award-winning blend of adventure, fantasy role-playing, and 
strategy. Druid requires SVGA with VESA 1.2. Jagged Alliance and Star Trail 
peqiire VGA. TBM CIROM x sscocconsaceacatcusisansaiasesnsarnanennnanstine ernsncarecneste $39.95 


Wizardry Trilogy One. See the evolution of the computer 
entertainment industry in the first three Wizardry scenarios: Proving Grounds 
of the Mad Overlord, The Legacy of Llylgamyn, and The Knight of Diamonds. 
Sees US SESE TAZ OF BoD © dec cuscsiscstsantn soundennvenivvineskiuiah samsensntnnnia ze’ $49.95 


Wizardry Trilogy Two. Three award-winning games, Heart of the 
Maelstrom, Bane of the Cosmic Forge, and Crusaders of the Dark Savant, make 
up the Wizardry Trilogy Two. Over 500 hours of gameplay! Some of the most 
popular fantasy games of all time! Specify disk size: 5.25” or 3.5” ... $49.95 


Druid: Demons of the Mind Clue Book. Solutions to all the puzzles, a 


complete item list, strategy tips and plenty of screen shots................. $12.95 
Jagged Alliance Strategy Guide. Complete sector-by-sector guide, plus 
PUSS FOS SA ENS aca cas vce tue ann Beas ee psec oe ceca ends ence ndntids $12.95 
Realms of Arkania: Star Trail Clue Book. Everything you want to know 
eioet Lites Staat V ra CA esis seas onictss ahs tata oes kash merrncanneenactas $12.95 
Wizardry: Crusaders of the Dark Savant Clue Book ..................... $12.95 
Wizardry: Bane of the Cosmic Forge Clue Book ......................006 $12.95 
Heart of the Maelstrom Quick Hints Guide ....................:::cccceeeeees $6.95 
Wizardry: League of the Crimson Crescent Novel ....................++ $5.99 











Ordering Information 


Description Price Qty Total 


A 















































Subtotal 

Add Shipping (see below) 

¢ All amounts in US Dollars Subtotal 

¢ All prices are subject NYS Residents add 7% Sales Tax 

to change without notice. Total 
SHIPPING CHARGES 


When Ordering One Item 


Item To USA Canada Overseas 

Trilogy Software: per i000 srisanscsscssesaacicsvenessacseenea vaca BOO) scapatinaenationiietes IO) seteassratinaeseees 15.00 

POC TE cosa csn can ch bcepe tsar enaioedaseranncunoaeadunomianes WOLD ccecsisswatwueniaiedebck TV) cxtannsakeniens 10.00 

CIUCDOOKS. wascacsareveasovrsaned Line atin dainn Coa radon ID: si sathatitaricasianadon SU Gone 8.00 

Heart Cluebook or Wizardry Novel ............c:ccesceeeee Pa vesiaisatetusarssmanas DONS acatscttitaseaesscs 2.00 
Special Offer 


Take 10% Off Shipping Charges When Ordering Two or More Items 





Method of Payment -- Circle One 
eSORRY, NO C.0.De 
Visa MasterCard Check/M.Order 












Name 

Address 

City 

State __— Zip 
Phone 
Computer Type 
Disk Size: 3.5" 5.25" CD-ROM 


__ Country ___] Signature 


Card # 
Exp. Date 


Mail This Form to: Sir-tech Software Order, P.O. Box 245, Ogdensburg, NY 13669 
Credit Card Orders Only—Call Sir-tech's Sales Office at 1-800-447-1230 


Cool Sirtech Games 


Shadows Over Riva. The sequel to the multiple award-winning Star 
Trail, and featured on the cover of PC Gamer magazine, Shadows over Riva 
offers the same exquisitely detailed plot and play of its predecessors, along with 
beautifully rendered cinematic sequences and an abundance of combat, puzzles, 
and NPC interaction. Coming Spring ‘97. IBM CD-ROM ......c0+00000 $49.95 


N emesis: The Wizardry Adventure. An enormous undertaking 
in game development. Explore a new world, complete with combat, puzzles, 
and cinematic sequences like nothing you have seen before. We pulled out all 
the stops to make a game that brings a new dimension to our Wizardry 
Adventures and sets new standards for multimedia gaming. Requires SVGA 
With VESA 5.2 IBM DOR CRRROM ses csesnnecoineinaxavaconiaducasnsnsansvedenamenees $49.95 


Wizardry Gold. The award-winning fantasy classic, Crusaders of the 
Dark Savant, now available for Windows and the Mac in an enhanced CD- 
ROM edition. Features enhanced graphics, full speech, and a built-in hint guide 
and manual. Windows CEPIBOM ....iseccsnseessessseconssscsascassccsecssconsnaiavenns $42.95 
Meacintosl: CD-ROM clini MMi boon sven necerdttnnaionts veasisaciccsevessensissandd pees $49.95 


The Trophy Case. Three great games at one great price: Jagged 
Alliance, Druid: Daemons of the Mind, and Realms of Arkania: Star Trail. 
Untangle the mystery of the Druids, struggle for control of Metavira Island, and 
fend off Orcish armies! A valuable addition to your software library, these three 
games offer an award-winning blend of adventure, fantasy role-playing, and 
strategy. Druid requires SVGA with VESA 1.2. Jagged Alliance and Star Trail 
require VGA. DBME CEEIOM fcasccusasn ssi sany dsoirenas sin cemscoatonte sear nteninincet oe $39.95 


Wizardry Trilogy One. See the evolution of the computer 
entertainment industry in the first three Wizardry scenarios: Proving Grounds 
of the Mad Overlord, The Legacy of Llylgamyn, and The Knight of Diamonds. 
Specify disk S1Z@2 5.25" OF DD” ssavsoeovessassvsneenssonveeasnsstsonancsersessentwaess $49.95 


Wizardry Trilogy Two. Three award-winning games, Heart of the 
Maelstrom, Bane of the Cosmic Forge, and Crusaders of the Dark Savant, make 
up the Wizardry Trilogy Two. Over 500 hours of gameplay! Some of the most 
popular fantasy games of all time! Specify disk size: 5.25” or 3.5” ... $49.95 


Druid: Dzemons of the Mind Clue Book. Solutions to all the puzzles, a 


complete item list, strategy tips and plenty of screen shots............... -- $12.95 
Jagged Alliance Strategy Guide. Complete sector-by-sector guide, plus 
inside hints and tips ...... eee eeeeseeeeseeseeeeeseneeesseeeeeeesessesserseteetetseesenees $12.95 
Realms of Arkania: Star Trail Clue Book. Everything you want to know 
about the Star Trail Universe ............cccceeeeeeeecceeceeeeseeeeeeeeeeeeeeteneeeeeeneeeeees $12.95 
Wizardry: Crusaders of the Dark Savant Clue Book ....................- $12.95 
Wizardry: Bane of the Cosmic Forge Clue Book ............--01 $12.95 
Heart of the Maelstrom Quick Hints Guide ..............::-seeeereees $6.95 
Wizardry: League of the Crimson Crescent Novel .............--005 $5.99 
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Description Price Qty Total 

Subtotal 

Add Shipping (see below) 

¢ All amounts in US Dollars Subtotal 

¢ All prices are subject NYS Residents add 7% Sales Tax 

to change without notice. Total 
SHIPPING CHARGES 


When Ordering One Item 


Item ‘ To USA Canada Overseas 

Trilogy Software per item 0.0.0... eceeseeseseseseesseeees 1) |) ee eee DOO ssessicinaaccncis 15.00 

PR SAP EES tesa next css eveotaipene cba sca sien sarsaiecnie WS OD chevsossrateiennesttys FOO eaeresrsucaee 10.00 

RSA acsideraes Cavceneloentagaienstedaarceapdsrei abd maidieoeieshess AOU sixessasessosaniendeos DOD ws savanttateens 8.00 

Heart Cluebook or Wizardry Novel ..........:c:cscceeeees GND ccpaesiaiicthimeneuians Did Nd tetontvassastabionts 2.00 
Special Offer 


Take 10% Off Shipping Charges When Ordering Two or More Items 





Method of Payment -- Circle One 










Name eSORRY, NO C.O.De 
Address Visa MasterCard Check/M.Order 
City 

State ___— Zip Country Signature 

Phone 

Computer Type Card # 


Disk Size: 3.5" 5.25" CD-ROM Exp. Date 






Mail This Form to: Sir-tech Software Order, P.O. Box 245, Ogdensburg, NY 13669 
Credit Card Orders Only—Call Sir-tech's Sales Office at 1-800-447-1230 


Disclaimer 


Neither Sir-tech Software, Inc., the author(s), distributor(s) or seller(s) of 
this product shall have any liability or responsibility to the purchaser or any 
other person or entity with respect to any liability, loss or damage caused 
or alleged to be caused directly or indirectly by this product, including but 
not limited to an interruption of service, loss of business and anticipatory 
profits or consequential damages resulting from the use or operation of this 
product. This product will be exchanged if defective in the manufacture, 
labeling or packaging, but except for such replacement the sale or subse- 
quent use of this program material is without warranty or liability. 


Note: This product is copyrighted and all rights are reserved. The 
distribution and sale of this product are intended for the personal use of the 
original purchaser only, and for use only on the computer system(s) 
specified herein. Renting this product, or duplicating and selling or renting 
or otherwise distributing this product, in any form, is hereby expressly 
prohibited. 


Epilepsy Warning 


A very small percentage of individuals may experience epileptic seizures 
when exposed to certain light patterns or flashing lights. Exposure to 
certain light patterns or backgrounds on a television or a computer screen 
or while playing video or computer games may induce an epileptic seizure 
in these individuals. Certain conditions may induce undetected epileptic 
symptoms even in persons who have no history of prior seizures or 
epilepsy. If you, or anyone in your family, has an epileptic condition, 
consult your physician prior to playing. If you experience any of the 
following symptoms while playing a video or computer game: dizziness, 
altered vision, eye or muscle twitches, loss of awareness, disorientation, 
any involuntary movement or convulsions, IMMEDIATELY discontinue 
use of this product and consult your physician before resuming play. 


